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Content fiisunels

e Texture2D

— whiteTexture = Game.Content.Load<TextureZD>("white");

* SpriteFont
— font = Game.Content.Load<SpriteFont>("Vera32");

* Tnamrnwusan Load 1asnana ContentManager



XNA Content Pipeline
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a19819 content

* saaziagnIadsnazAny RPG

public class Characterlnfo

{

private
private
private
private
private
private

string name;
int hitPoint;
int strength;
int agility;
int defense;
int magic;
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* dayailszian XML (merlin.xml)

<?xml version="1.0" encoding="utf-8"7>
<character>

<name>Merlin</name>
<strength>33</strenght>
<agility>24</agility>
<defense>40</defense>

<magic>51</magic>
</character>
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319 Con

Add New Project

Recent Templates
Installed Templates

= Visual C#

Name:

Location:

X¥MNA Game Studio 4.0

Online Templates

tent Pipeline Extension Library

Sort by: | Default :

T Visual C#
Windows Game (4.0) Visual C# s

A project for creating an XMNA Framework 4.0
Content Pipeline extension library

Windows Game Library (4.0) Visual C#
¥box 360 Game (4.0) Visual C#
¥box 360 Game Library (4.0) Visual C#
Content Pipeline Extension Library (4.0) Visual C#
Empty Content Project (4.0) Visual C#

| ContentPipelineExtension 1 |

| «\pramook\418383 \codes\ContentPipeline W |
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Add New ltem - CharacterinfoContentPipelin

orter

Installed Templates Sort by: i_[;efault
= Visual C# Items .
¥MA Game Studio 4.0 QV( Content Importer

Online Template:

Q,xﬁ( Content Processor

Q}/( Content Type Writer

Type: Visual C# Items

A dass used to import new file types into the
¥MNA Framework Content Fipeline

Visual C# Items

visual C# Items

Visual C# Items

Mame: | ContentImporter1.cs




a319 Processor

Add New Item - CharacterinfoContentPipeline

Installed Templates Sortby: | Default ) o
= Visual C# Ite
T L ; Type: Visual C# Items
XNA Game Studio 4.0 M Content Importer Visual C# Items
i A dass used to apply custom processing to

Online Templates X XMA Framework Content Pipeline data

qv( Content Processor Visual C# Items

qv-( Content Type Writer Visual C# Items
Mame: | ContentProcessorl.cs |




Taa Importer # XNA a$halv

// TODO: replace this with the type you want to import.
using TImport = System.String;

namespace CharacterInfoContentPipeline
{
[ContentImporter(".abc",
DisplayName = "ABC Importer",
DefaultProcessor = "AbcProcessor")]
public class CharacterInfoImporter : ContentImporter<TImport>

{
public override TImport Import(string filename, ContentImporterContext context)
{
// TODO: read the specified file into an instance of the imported type.
throw new NotImplementedException();
}
}



Taa Importer # XNA a$halv

N o ~
o _ TUAURAIUADANAN
// TODO: replace this with the type you want to import. au
using TImport = System.String;

content importer
namespace CharacterInfoContentPipeline

; auan g

[ContentImporter(".abc",
DisplayName = "ABC Importer",
DefaultProcessor = "AbcProcessor")]
public class CharacterInfoImporter : ContentImporter<TImport>

{
public override TImport Import(string filename, ContentImporterContext context)
{
// TODO: read the specified file into an instance of the imported type.
throw new NotImplementedException();
}
}



Taa Importer # XNA a$halv

// TODO: replace this with the type you want to import.
using TImport = System.String;

namespace CharacterInfoContentPipeline

{

[ContentImporter(".abc", UTN ZQQ @?J@\CIVL‘V\I @f cO nte nt
DisplayName = "ABC Importer",

DefaultProcessor = "AbcProcessor")]
public class CharacterInfoImporter : ContentImporter<TImport>

{
public override TImport Import(string filename, ContentImporterContext context)
{
// TODO: read the specified file into an instance of the imported type.
throw new NotImplementedException();
}
}



Taa Importer # XNA a$halv

// TODO: replace this with the type you want to import.
using TImport = System.String;

namespace CharacterInfoContentPipeline

{

[ContentImporter(".abc",

wnanawasna content
DisplayName = "ABC Importer",

DefaultProcessor = "AbcProcessor")]
public class CharacterInfoImporter : ContentImporter<TImport>

{
public override TImport Import(string filename, ContentImporterContext context)
{
// TODO: read the specified file into an instance of the imported type.
throw new NotImplementedException();
}
}



Taa Importer # XNA a$halv

// TODO: replace this with the type you want to import.
using TImport = System.String;

namespace CharacterInfoContentPipeline

{ ! .
[ContentImporter(".abc", SRERNE®O) nte nt |mp0rter

DisplayName = "ABC Importer”,
DefaultProcessor = "AbcProcessor")]
public class CharacterInfoImporter : ContentImporter<TImport>

{
public override TImport Import(string filename, ContentImporterContext context)
{
// TODO: read the specified file into an instance of the imported type.
throw new NotImplementedException();
}
}



Taa Importer # XNA a$halv

// TODO: replace this with the type you want to import.
using TImport = System.String;

namespace CharacterInfoContentPipeline = o
{ Processor naziu content
[ContentImporter(".abc",
DisplayName = "ABC Importer", VLﬂﬂj\gg\]an@m'@
DefaultProcessor = "AbcProcessor")]

public class CharacterInfolmporter : ContentImporter<TImport>

{
public override TImport Import(string filename, ContentImporterContext context)
{
// TODO: read the specified file into an instance of the imported type.
throw new NotImplementedException();
}
}



Taa Importer # XNA a$halv

// TODO: replace this with the type you want to import.
using TImport = System.String;

namespace CharacterInfoContentPipeline
{
[ContentImporter(".abc",
DisplayName = "ABC Importer",
DefaultProcessor = "AbcProcessor")]
public class CharacterInfoImporter : ContentImporter<TImport>

{

public override TImport Import(string filename, ContentImporterContext context)

{

// TODO: read the specified file into an instance of the imported type.
throw new NotImplementedException();

} waanduiuanu file



14a Processor #i XNA a%q1%

// TODO: replace these with the processor input and output types.
using TInput = System.String;
using TOutput = System.String;

namespace CharacterInfoContentPipeline

{

[ContentProcessor(DisplayName =
"CharacterInfoContentPipeline.CharacterInfoProcessor")]

public class CharacterInfoProcessor : ContentProcessor<TInput, TOutput>
{
public override TOutput Process(TInput input, ContentProcessorContext context)
{
// TODO: process the input object, and return the modified data.
throw new NotImplementedException();



14a Processor #i XNA a%q1%

// TODO: replace these with the processor input and output types.
using TInput = System.String; A v PR \
using TOutput = System.String; Gﬁuﬂﬁll@gj@% |mp0rter ANEE

namespace CharacterInfoContentPipeline

{
[ContentProcessor(DisplayName =
"CharacterInfoContentPipeline.CharacterInfoProcessor")]
public class CharacterInfoProcessor : ContentProcessor<TInput, TOutput>

{

public override TOutput Process(TInput input, ContentProcessorContext context)
{

// TODO: process the input object, and return the modified data.

throw new NotImplementedException();



14a Processor #i XNA a%q1%

// TODO: replace these with the processor input and output types.
using TInput = System.String; Y " |
using TOutput = System.String; Gﬂuﬂﬁﬂ’ﬂﬂjﬂm pI’OCGSSOF ANRRAN

namespace CharacterInfoContentPipeline

{

[ContentProcessor(DisplayName =
"CharacterInfoContentPipeline.CharacterInfoProcessor")]

public class CharacterInfoProcessor : ContentProcessor<TInput, TOutput>

{
public override TOutput Process(TInput input, ContentProcessorContext context)
{
// TODO: process the input object, and return the modified data.
throw new NotImplementedException();
}
}



14a Processor #i XNA a%q1%

// TODO: replace these with the processor input and output types.
using TInput = System.String;
using TOutput = System.String;

namespace CharacterInfoContentPipeline %'ﬂ CcO nte nt p Frocessor
{

[ContentProcessor(DisplayName =
"CharacterInfoContentPipeline.CharacterInfoProcessor")]

public class CharacterInfoProcessor : ContentProcessor<TInput, TOutput>

{
public override TOutput Process(TInput input, ContentProcessorContext context)
{
// TODO: process the input object, and return the modified data.
throw new NotImplementedException();
}
}



14a Processor #i XNA a%q1%

// TODO: replace these with the processor input and output types.
using TInput = System.String;
using TOutput = System.String;

namespace CharacterInfoContentPipeline
{

[ContentProcessor(DisplayName =
"CharacterInfoContentPipeline.CharacterInfoProcessor")]

public class CharacterInfoProcessor : ContentProcessor<TInput, TOutput>

{

public override TOutput Process(TInput input, ContentProcessorContext context)

{
// TODO: process the input object, and return the modified data.

throw new NotImplementedException();

} wWaand iulszunana content



ud v Importer lveuenanrs XML

using System.Xml;

using TImport = System.Xml.XmlDocument;

namespace CharacterInfoContentPipeline

{
[ContentImporter(".xml",
DisplayName = "Character Info Importer",
DefaultProcessor = "CharacterInfoProcessor")]

public class CharacterInfoImporter : ContentImporter<TImport>

{

public override TImport Import(string filename,
ContentImporterContext context)

{
XmlDocument doc = new XmlDocument();
doc.Load(filename);
return doc;

}



uf Processor lvudawenars XML ilu Characterlnfo

using TInput = System.Xml.XmIDocument;
using TOutput = CharacterInfolLib.CharacterInfo;

namespace CharacterInfoContentPipeline

{

[ContentProcessor(DisplayName = "CharacterInfoContentPipeline.CharacterInfoProcessor")]
public class CharacterInfoProcessor : ContentProcessor<TInput, TOutput>

{

public override TOutput Process(TInput input, ContentProcessorContext context)

{

CharacterInfo charInfo = new CharacterInfo();
XmlElement characterElement = (XmlElement)input.DocumentElement;

charinfo.Name = characterElement["name"].FirstChild.Value;

charlnfo.Strength = Convert.ToInt32(characterElement["strength"].FirstChild.Value);
charlnfo.Agility = Convert.ToInt32(characterElement["agility"].FirstChild.Value);
charinfo.Defense = Convert.ToInt32(characterElement["defense"].FirstChild.Value);
charlnfo.Magic = Convert.ToInt32(characterElement["magic"].FirstChild.Value);

return charInfo;



Add New Item - CharacterinfoContentPipeline

Anstaled Templates Sortby: | Default v Ll
(=
B : 5 Type: Visual C# Items
XMA Game Studio 4.0 qrx Content Importer Visual C# Items
} A class uzed to write data types into the XMNA
Online Templates - Framework Content Pipeline binary format
(-n,( Content Processor Visual C# Items
le Content Type Writer Visual C# Ttems
Marme: | ContentTypeWriter 1.cs |




18 Writer # XNA a%1al¥

// TODO: replace this with the type you want to write out.
using TWrite = System.String;

namespace CharacterInfoContentPipeline

{

[ContentTypeWriter]
public class CharacterInfoWriter : ContentTypeWriter<TWrite>
{
protected override void Write(ContentWriter output, TWrite value)
{
// TODO: write the specified value to the output ContentWriter.
throw new NotImplementedException();

}

public override string GetRuntimeReader(TargetPlatform targetPlatform)
{

// TODO: change this to the name of your ContentTypeReader

// class which will be used to load this data.

return "MyNamespace.MyContentReader, MyGameAssembly";



// TODO: replace this with the type you want to write out.
using TWrite = System.String;

18 Writer # XNA a%1al¥

a v Qi =
TUAUDHANACLUE U

namespace CharacterInfoContentPipeline

{

[ContentTypeWriter]
public class CharacterInfoWriter : ContentTypeWriter<TWrite>
{
protected override void Write(ContentWriter output, TWrite value)
{
// TODO: write the specified value to the output ContentWriter.
throw new NotImplementedException();

}

public override string GetRuntimeReader(TargetPlatform targetPlatform)
{

// TODO: change this to the name of your ContentTypeReader

// class which will be used to load this data.

return "MyNamespace.MyContentReader, MyGameAssembly";



18 Writer # XNA a%1al¥

// TODO: replace this with the type you want to write out.
using TWrite = System.String;

namespace CharacterInfoContentPipeline

{

INEAARINTLIAIE U DY A
[ContentTypeWriter]

public class CharacterInfoWriter : ContentTypeWriter<TWrite>
{
protected override void Write(ContentWriter output, TWrite value)
{
// TODO: write the specified value to the output ContentWriter.
throw new NotImplementedException();

}

public override string GetRuntimeReader(TargetPlatform targetPlatform)
{

// TODO: change this to the name of your ContentTypeReader

// class which will be used to load this data.

return "MyNamespace.MyContentReader, MyGameAssembly";



18 Writer # XNA a%1al¥

// TODO: replace this with the type you want to write out.
using TWrite = System.String;

namespace CharacterInfoContentPipeline
{
[ContentTypeWriter]
public class CharacterInfoWriter : ContentTypeWriter<TWrite>

{

protected override void Write(ContentWriter output, TWrite value)

{

// TODO: write the specified value to the output ContentWriter.
throw new NotImplementedException();

}

public override string GetRuntimeReader(TargetPlatform targetPlatform)
{

// TODO: change this to the name of your ContentTypeReader
// class which will be used to load this data.
return "MyNamespace.MyContentReader, MyGameAssembly";

} wsandniurLdauae Reader



18 Writer # XNA a%1al¥

// TODO: replace this with the type you want to write out.
using TWrite = System.String;

namespace CharacterInfoContentPipeline

{

[ContentTypeWriter]
public class CharacterInfoWriter : ContentTypeWriter<TWrite>
{
protected override void Write(ContentWriter output, TWrite value)
{
// TODO: write the specified value to the output ContentWriter.
throw new NotImplementedException();

}

public override string GetRuntimeReader(TargetPlatform targetPlatform)
{
// TODO: change this to the name of your ContentTypeReader
// class which will be used to load this data.
return "MyNamespace.MyContentReader, MyGameAssembly";

} TalLar asssemby w1as Reader



ud Writer 1ddsudoyaaslid .xnb

using TWrite = Samplelib.CharacterInfo;

namespace CharacterInfoContentPipeline

{
[ContentTypeWriter]
public class CharacterInfoWriter : ContentTypeWriter<TWrite>
{
protected override void Write(ContentWriter output, TWrite value)
{
output.Write(value.Name);
output.Write(value.Strength);
output.Write(value.Agility);
output.Write(value.Defense);
output.Write(value.Magic);
}
public override string GetRuntimeReader(TargetPlatform targetPlatform)
{
return "CharacterInfoContentPipeline.CharacterInfoReader,
CharacterInfoContentPipeline";
}
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Inse Reader

namespace CharacterInfoContentPipeline

{

class CharacterInfoReader : ContentTypeReader<SamplelLib.CharacterInfo>

{

protected override SampleLib.CharacterInfo Read(
ContentReader input,
SamplelLib.CharacterInfo existingInstance)

return null;



uf Reader liewmdoyaninlia .xnb

namespace CharacterInfoContentPipeline

{

class CharacterInfoReader : ContentTypeReader<SamplelLib.CharacterInfo>
{
protected override SamplelLib.CharacterInfo Read(
ContentReader 1input,
SamplelLib.CharacterInfo existingInstance)

{
CharacterInfo charInfo = new CharacterInfo();
charInfo.Name = input.ReadString(Q);
charInfo.Strength = input.ReadInt32();
charInfo.Agility = input.ReadInt32();
charInfo.Defense = input.ReadInt32();
charInfo.Magic = input.ReadInt32(Q);
return charlnfo;

}



ContentWriter uaz ContentReader

lddmiuasudeyauaranudayaaining .Xxnb
ContentWriter fwsan Write 1aaudayanugiu
(string, int, long, float, double)

ContentReader fwsan ReadXXX duiuaudays
fugrun ContentWriter e

— ReadString, Readlnt32, ReadFloat, a«

nanaaw Content Pipeline sasnnlwatsunisanumseniy
ANALNTEIU



17 1 14

#u Content Pipeline nsasadnlu Reference aas
Content luinunazadig

Add Reference

MNET | CcoM | Projects | Browse || Recent
. 1 - - 1 .
== E Solution 'ContentPipeling' (4 projects) : —
-~ \=#| CharacterInfoContentPipeline FrEEiEE OECREc
B CharacterInfoContentPipeline c:¥pramook¥413838 3% codes¥ContentPipeling¥. ..
__l‘;r Character]nfnﬂcample CharacterInfoExample cr¥pramook¥41538 3¥codes¥ContentPipeline¥. ..
=i : CharacterInfoExampleCantent {Content) CharacterInfolib c¥pramook¥41333 ¥codes¥ContentPipeline¥. ..
1 & e
Add Reference. .,
e 1 Spritefont

= E‘__} CharacterInfolib
[# =d| Properties
F- |- References
#] CharacterInfo.cs

CK ] ’ Cancel

 yanannillmAnuadle Reference wassqinuiassns
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* pasaniuli import file content nAatluad ali

Solution Explorer

a2 E|E
j Solution 'ContentPipeling’ (4 projects)
E CharacterInfoContentPipeline
f‘,." CharacterInfoExample
:u CharacterInfoExampleContent (Content)
[#- |+g] References
2] merlin, xml
SpriteFont1.spritefont
A7 CharacterInfolib

PITEeITE
i

-]

Properties

merlinaeml File Properties -
== | A
b 2 | | =]

Asset Name merlin

Build Action Compile

Content Importer XML Content - XNA Franm

TR o Processing Reauirs

Copy to Qutput Directon Do not copy
File Mame merlin. sxml
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im Content Import uaz Content Processor

Solution Explorer

==

3 Solution 'ContentPipeline’ {4 projects)
J- E CharacterInfoContentPipeline
- 53 CharacterInfoExample

J+ :u CharacterIinfoExampleContent {Content)
[#- [+3] References

% merlin. xml

SpriteFont1.spritefont
ﬁ:" CharacterInfolib

Properties * 1 X
merfinooml File Properties -
== A

= 24 | &
Asszet Mame merlin
Build Action Compile
Content Impaorter Character Info Importer
Content Processor CharacterInfoContentPipeline.Cha v
Copy to Output Directory Do not copy

File Mame merlin. xml
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e Tuan content sqa Content.Load luiusan
LoadContent

protected override void LoadContent()

{

// Create a new SpriteBatch, which can be used to draw textures.
spriteBatch = new SpriteBatch(GraphicsDevice);

// TODO: use this.Content to load your game content here
merlin = Content.Load<CharacterInfo>("merlin");
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§* CharacterInfoExample

Name = Merlin

Strength = 33

Agility

Defense

Magic =
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XML

* Extensible Markup Language
o lddmiuiivdayanilnseaiiailusuld
* 1sznaumasl

— tag

— dayadsunnagsznine tag



Tag

* JuFumy “<“ nazausng “>”

=
® AL

— Start tag «u <selection>
— End tag wiu </selection>

— Empty-element tag u <line-break/>

* Start tag fiu end tag azatariu lne start azuinawane



Tag

* szuins Start tag fu end tag anas

v
— U1BAAITH

— tag A

* fnenpil XML teanunmnldunudayanTaseaFraflusiuldls



SORIAN

<?xml version="1.0" encoding="UTF-8" 7>
<painting>
<img src="madonna.jpg" alt='Foligno Madonna, by Raphael'/>
<caption>This 1s Raphael's "Foligno" Madonna, painted in
<date>1511</date>-<date>1512</date>.
</caption>
</painting>



Document Type Declaration (DTD)

dayaineaiugLuULaa9A2aNa17Les

ANUNINAZLANIN

— 14 XML version azls

— encoding #l¥luenansienyls
Gusudaa <?xml version=

QUANg P>



SORIAN

<?xml version="1.0" encoding="UTF-8" 7> DTD
<painting>
<img src="madonna.jpg" alt='Foligno Madonna, by Raphael'/>
<caption>This 1s Raphael's "Foligno" Madonna, painted in
<date>1511</date>-<date>1512</date>.
</caption>
</painting>



Element

. A
* AUUIzNaLURILBNANIN

— Fuduann start tag udrausae end tag vise

— 8 empty element tag wadunn



SORIAN

<?xml version="1.0" encoding="UTF-8" 7>

<painting>
<img src="madonna.jpg" alt='Foligno Madonna, by Raphael'/>
<caption>This 1s Raphael's "Foligno" Madonna, painted 1in

<date>1511</date>-<date>1512</date>.
</caption>
</painting>

element



SORIAN

<?xml version="1.0" encoding="UTF-8" 7>
<painting> E|ement
<img src="madonna.jpg" alt='Foligno Madonna, by Raphael'/>
<caption>This 1s Raphael's "Foligno" Madonna, painted in
<date>1511</date>-<date>1512</date>.
</caption>
</painting>



SORIAN

<?xml version="1.0" encoding="UTF-8" 7>

<painting>
<img src="madonna.jpg" alt='Foligno Madonna, by Raphael'/>
<caption>This 1s Raphael's "Foligno" Madonna, painted 1in

<date>1511</date>-<date>1512</date>.
</caption>
</painting>

element



SORIAN

<?xml version="1.0" encoding="UTF-8" 7>
<painting>
<img src="madonna.jpg" alt='Foligno Madonna, by Raphael'/>
<caption>This 1s Raphael's "Foligno" Madonna, painted in
<date>1511</date>-<date>1512</date>.
</caption>

</painting> element



Attribute

* Auasdieduenlu start tag uaz empty-element tag

* ALY

<img src="madonna.jpg" alt='Foligno Madonna, by Raphael'/>

1 2 attributes

— SIC
— alt



w1 XML dludu'ld

<text>This text 1s <b>bold</b>, not italic.</text>

“This text is “ b “ not italic.”

“bold”




XML 1u C

* ¥ namespace ia System.Xml
* paNgNLiUes
— XmiDocument

— XmlElement
— XmINode




XmIDocument

e nuanans XML viaanans

e public virtual void LoadXml(string sml);

— w1enans XML fagflu string alvunduiiiannaes
XmIDocument siail

— AR
XmlDocument doc = new XmlDocument();
doc.LoadXml(“<hello>abc</hello>");



XmIDocument

* public virtual void Save(string filename);
— v XmIDocument aslulnaiidanufisimunls
— FnRNg

XmlDocument doc = new XmlDocument();

doc.LoadXml(“<hello>abc</hello>");
doc.Save(“sample.xml”);



XmIDocument

e public virtual void Load(string filename);
— ST en Nt sl wdoemeninnldly XmIDocument
— AR

XmlDocument doc = new XmlDocument();
doc.Load(“sample.xml”);



XmIDocument

e public XmIDocument DocumentElement;
— pu root element aas XmIDocument

— Root element Aa element 7 element auagjdnalusiu
anue (ldsau DTD)
— FNAENg

XmlDocument doc = new XmlDocument();

doc.LoadXml(“<hello>abc</hello>");
XmlDocument root = doc.DocumentElement;



XmlElement

* public string Name;
— deues tag 109 element th
— Fnagig
XmlDocument doc = new XmlDocument();

doc.LoadXml(“<hello>abc</hello>");

XmlDocument root = doc.DocumentElement;
string name = root.Name; // 1 “hello”



XmINode

* AandusInyIesdiutsznauzeaenats XML s

v
— U1BAAITN

— XmlElement
— XmiIDocument
— XmlAttribute




XmINode

* public XmINodeType NodeType;
— Aurinues node unl
— Anfirunniladady enum XmINodeType

— Anfdlullg W XmINodeType. Text,
XmINodeType.Element,
XmINodeType.Document



XmINode

* public XmINode FirstChild;

— gneinusnaes node i

— A8
XmlDocument doc = new XmlDocument();
doc.LoadXml(“<hello>abc</hello>");

XmlDocument root = doc.DocumentElement;
XmlLNode firstChild = root.FirstChild;

lifu node wuu text MAudaman “abc” ag



XmINode

* public string Value;

— YapruniiiuAtres hode

— ldlénu node dszinn text
— FNBENg
XmlDocument doc = new XmlDocument();

doc.LoadXml(“<hello>abc</hello>");

XmlDocument root = doc.DocumentElement;
string text = root.FirstChild.Value; // 1 “abc”



XmINode

e public XmINode this[string name];

— 111 element gnsausnii@aves tag windu name

— FIDENY
XmlDocument doc = new XmlDocument();
doc.LoadXml(“<a><b>1</b><c>2</c><b>3</b></a>");

XmlDocument root = doc.DocumentElement;
XmLNode firstB = root[“b”];

14 node funu <b>1</b>



XmINode

e public XmINodelList getElementsByTagName(

string name);

— Audasaes element gnviousiifite text wifu name

— ansadunegnsat i 18laen1seniusen [tem(i)

— ALY
XmlDocument doc = new XmlDocument();
doc.LoadXml(“<a><b>1</b><c>2</c><b>3</b></a>”);
XmlDocument root = doc.DocumentElement;
XmlNodelList bList = root.getElementsByTagName(“b”);

XmlLNode bl = bList.Item(@); // <b>1</b>
XmlNode b2 = bList.Item(1l); // <b>3</b>



XmlElement

e public string GetAttribute(string name);

— Audiapnuiiflusnaes attribute Afdenufinivus

— ANANY
XmlDocument doc = new XmlDocument();
doc.LoadXml(“<hello a=“x” b=“y” />);
XmlDocument root = doc.DocumentElement;
string aval = root.GetAttribute(“a”);
string bval = root.GetAttribute(“b”);
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